



A NOTE TO PARENTS 



Any child five years 
old or older will enjoy this 
program. STORY MACHINE 
encourages young readers to ^ 
become young writers. Using a vo¬ 
cabulary of about 40 words, children 
can write sentences, combine them into 
stories, and see their stories animated. 

As kids begin to play with the 
STORY MACHINE, they will become 
more familiar with the keyboard, an 
important aspect of computer literacy. 
While children giggle over their stories 
they will also be building skills in many 
areas. The fun of the program will 
encourage children to write longer 
stories and teach them that 
writingeanbefun. 










The STORY 
MACHINE emphasizes 
the rules of grammar, 
and encourages kids to 
write dear, correct sentences. 

It also deveJopes their sight 
vocabulary- the ability to re¬ 
cognize words with out 
sounding them out - as 
they write stories. 

STORY MACHINE combines learning 
with creativity, fun and excitement 
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GETTING STARTED 


WAYS TO PLAY 


ATARI* and COMMODORE C64^ 

1. Turn off your computer. 

2. Insert the STORY MACHINE cart¬ 
ridge into the computer. (If you are 
using an Atari 800computer, put the 
cartridge into the left slot). 

3. Turn on the monitor or TV and 
the computer. 

The program will start automatically 

NOTE: TURN OFF THE COMPUTER 
BEFORE REMOVING THE CARTRIDGE, 


Each time you begin to play STORY 
MACHINE, a list of stoty options will 
appear on the screen: 

1. Watch a story 

1 . Take turns writing a story 

3, Write your own stony 

4 Watth a story you hive sawed before 


CL) 


I The computer will make up a 
stoty and act it out on the screen. 

CD You and the computer will alter¬ 
nate, each maktnguponewordata time. 

Allows you to make up your own 
story and see it acted out on the screen. 


($• 


_l You can replay a stony that you 
have saved. You can save a story to a 
cassette on an Atari computer or to a 
cassette or a disc on a Commodore 
computer. 






Mote to Commodore 64 users; 

A fifth option allows you to provide 
proper names to some of the nouns 
on the vocabulary list. Press @3 to 
use this option. Once you choose a 
story option, the screen will clear, 
and you can start your story. 









WRITING A STORY 


In order for the STORY MACHINE to act 
out your sentences, you need to follow 
a few guidelines.: 

* Use present tense verts like RUNS. 
HOPS or ZCT5. 

* if a sentience has a word spelled wrong 
or is not structured correctly, the 
STORY MACHINE will let you know. 

ATARI computers; The computer 
will erase the word. 
COMMODORE compute^; The 
computer will ask you to 
press RETURN to 
continue. To erase a 
mistake, press the 

HI key- 


* Always end your sentences with a 
period. When you type the period. 
STORY MACHINE will act out 
the sentence, 

* It is not niceto hurt other people. The 
STORY MACHINE won't let you act 
out a story that hurts any human or 








REPLAY 


I Once you've written part 
of a story, you can replay 
it by typing 3)The comp - 
uter will ask you if you want to replay 
trie story or start again. If you choose 
to replay the story* the STORY MA¬ 
CHINE will erase the screen and then 
act out trie story triatyou have written. 


SAVE 

If you would like to save 
a story on a cassette so 
you can play it again 
later, follow the steps for your 
computer: 

ATARI Computers 

1, Connect a cassette recorder to the 
computer and insert a blank tape. 




Z. Turn on the tape recorder. 

3. REWIND the tape to the beginning. 

4. Press trie STOP button. 

5. Press trie GD key on the computer. 

6. Press the RECORD and PLAY 
buttons on the tape recorder at trie 
same time. 

7. When you are ready to begin, press 
any key on trie computer keyboard. 
Trie story will be saved automatically. 

Commodore C64: 

To save to cassette: 

1. Connect a cassette recorder to trie 
computer and insert a blank tape. 

2. Turn on the tape recorder. 

3. REWIND the tape to the beginning. 






4. Press the STOP button. 

5. Press the ® key, 

6. Type a ill to save the story to Tape. 

7. The computer will tell you to press 
the RECORD and PLAY keys at the 
same time. 

B. When the stay is done being saved, 
the tape will stop. Turn the tape 
player off. 

To save to disk: 

1. Turn on the disk drive. 

2. Wait until the rad light (the "busy" 
light} goes out. Open the drive door 
and insert a formatted diskette. 

3, Press the J key. 

4, Press ® to save to DtsK 

5. Choose a name for the story. The 
name may be up to 8 letters long. 

6, The computer will save your story 
to the disk. 

NOTE: You may save more than one 

story on a disk. 


DICTIONARY 


o 

IK When you are writing a 
mM story, you can check the 
vocabulary list by taping 
3 . To return to the stony, press the 
space bar on the Atari and the RET¬ 
URN key on the Commodore. 


4 ^ EXIT 

To erase the story and 
return to the main 
menu,just press 3 ). 
careful, if you erase a story that is not 
saved on a cassette, it is gone forever! 
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DICTIONARY 


Bolins 

Articles 

APPLE (S) 

BOX{ES) 

BOY(S) 

BUMPUS(ES) 

CAT(S) 

DOC(S) 

FENCE(S) 

FLOWER (S) 

GlRLfS} 

HOUSEIS) 

ROCK(S) 

STORE(S) 

TREE(S) 


AN 

THE 

THIS 

THAT 

THESE 

THOSE 

SOME 


A 

tfWDVERBS 


NOW 

SOMETIMES 

LATER 



SOON 
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ERBS PRONOUNS 


ZOT(S) 


HE 

DANCE(S) 


HIM 

EAT(S) 


HIS 

GO{ES) 


SHE 

HOP(S) 


HER 

JUMP(S) 


HERS 

KISS(ES) 


IT 

RUN(S) 


ITS 

SING(S) 


THEY 

WALK(S) 


THEM 



THEIRS 


JR 


EPOSITIONS 


NEAR 

TO 











p f DesIgnWare creators of the 
STORY MACHINE concept is a 
company staffed with educators 
y and computer professionals, 

/ Package and Instruction Booklet 
Illustration: Bill Morrison 


Atari is a registered trademark of Atari 
tnc. Commodore C 64 is a trademark of 
Commodore Electronics Ltd, 


This software product is copyrighted ahd an rights 
ate reserved by SpUwaker Sorcware- Corporetiwi- 
The dctnlxmon and sale of this product are 
intended fcr trie icse of the original purchase* only 
and for use only on the computer system specified- 
Larwfal users of this program are hwefty licensed 
only to read the from its medium into 

memory of a computer for me purpose of executing 
this program. Costing. dupiicating. sailing or 
othemtse distributing the product is hereby 
expressly tofbkkfen. 

STORV MACHINE computer program is a trade¬ 
mark of Spinnaker Software Gorp. 


SP/HNAHER 



Vfc mate ftimng f ur 





